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1. Objectives of the methodological guidelines

Digitaltransformslearning environments becauseitexpands accesstoinformationand
enhances the ability to continuously connect with the classroom. Among the various
digital tools, the smartphone is the one that contributes the most to changing these
environments because it enables the identification of information in real time and
the instantaneous management of digital relationships. The change produced to the
learning environments by the smartphone can undermine the root of classroom
management, but it can also become an educational and training opportunity if
managed in a specialized way.

SMART LESSON project aims to support teachers in this transformation process by
providing technical and innovative ways to design and evaluate in-person and
distance learning lessons

The Smart Lesson methodological guidelines have been produced by the SMART
LESSON partnership to support teachers in the change of paradigm required by the
introduction of mobile technologies and, in particular, using the smartphone as a
didactic-educational and relational tool in different learning contexts (distance, blen-
ded and in-presence).

The guidelines provide a theoretical and operational framework for all those
teachers who want to design innovative lessons and evaluation processes, by
exploiting the potential of smartphone as didactic tool.

2. Key contents

The guidelines include:

G A theoretical framework with main theories and
conceptual models related to digital and smart
education.

e An explanation of the SMART LESSON approach to
design a smart lesson.

e Practical and operative tools to design a smart
lesson.



3. The smart lesson approach

Considering the analysis of existing literature and best practices, partners of the SMART
Lesson project elaborated a joint definition of a “smart lesson”:

“A Smart Lesson is a methodological approach to teaching that exploits digital
technologies to improve students’ learning experience, making it more interactive,
engaging, up to date/timeless, collaborative, personalized and student-centered,
facilitating the development of their digital competences and key competences for
lifelong learning. The smart lesson facilitates the active involvement of key actors
(teachers, school administration, families).”

A Smart Lesson is a pedagogical approach that harnesses the power of digital tech-
nologies to enhance the learning experience of students, fostering a more dynamic,
engaging, and personalized learning environment.

The following key features characterize a smart lesson:

« Interactive: Smart lessons incorporate interactive elements such as simulations,
games, and multimedia content to stimulate students’ curiosity and encourage
active participation.

« Engaging: Smart lessons employ creative and engaging teaching methodologies
that captivate students’ attention and make learning more enjoyable.

+ Up to date/timeless: Smart lessons utilize digital resources that are current and
relevant to contemporary issues, ensuring that students are exposed to the latest
advancements in their chosen fields.

« Collaborative: Smart lessons emphasize collaborative learning activities, encou-
raging students to work together to solve problems, share ideas, and build mutual
understanding.

« Personalized and student-centred: Smart lessons cater to individual learning styles
and preferences, providing students with multiple pathways to acquire and apply
knowledge.

« Developing digital competences: Smart lessons foster digital literacy skills,
enabling students to effectively navigate and utilize digital tools for learning and
communication.

+ Fostering key competences for lifelong learning: Smart lessons cultivate transfera-
ble skills such as critical thinking, problem-solving, communication, and creativity,
preparing students for success in their future endeavours.



+ Active involvement of key actors: Smart lessons promote the active engagement of
all stakeholders, including teachers, school administrators, and families, fostering a
collaborative learning ecosystem.

At their core, smart lessons embody a transformative teaching paradigm
that harnesses technology’s transformative power to equip students with

the 2Ist-century skills they need to thrive in an increasingly dynamic and
interconnected world.

The following matrix was developed by the SMART project partners to classify some
of the main digital applications and technologies used in education according to the
prevailing digital competences they develop.

Information & Communication Digital content Safety Problem
data literay & collaboration creation solving

Moodle

Livresq.com

Schoology

Edmodo

Microsoft Teams

Graasp.eu

Canvas

Wikis

Flipgrid

Google Document

TopWorkSheet

Wordwall

Nextcloud

Onlyoffice, Jitsi

Quizizz, Drawpile

Pear Deck,
Nearpod

Zulip, Etherpad

Flipgrid, ClassFlow,
GoClass, Formative

Socrative

Quizizz

TopWorksheets

Wordwall,
WordPress

Kahoot, Prezi

Edpuzzle, GIMP

Socrative,
OpenShot

H5P, Graasp.eu

Google Slides

Norton Magnetometer

TotalAv Smarty App

McAfee Phyphox

Interland Smart Box

Google
Spreadsheets

Geogebra

AIDE

Phet




4. How to designh a smart lesson

Designing a smart lesson starts with defining the competences you want to develop
in students. Competences are knowledge, skills and attitudes that enable individuals
to meet the challenges of everyday life and the world of work.

The design of smart lessons that develop students’ competences must take the
following set of competences into account:

Specific competences related to the subject
Competences

Digital According to the DigiComp Framework:
Competences

Information & data literacy
Communication & collaboration
Digital content creation

Safety

Problem Solving

Key According to EU Key Competences for Life-
Competences long learning*:

* Literacy

*  Multilingual

+ Mathematical, science, technology and
engineering

Personal, social and learning to learn
Citizenship

Entrepreneurship

Cultural awareness and expression

*The digital competence is not listed as it is already
included in the previous point

In particular, it is important that smart lessons:

+ Are designed to develop specific competences.
« Use digital technologies appropriately for competence development.
« Are consistent with the general educational objectives.

Starting with the development of competences is a key element in designing
effective smartlessons because it allows digital technologies to be used strategically to
achieve specific educational objectives.



5. The Smart Lesson format

The preparation of a Smart Lesson presents greater elements of complexity than a
traditional lesson, because it must integrate technological factors into the complex
plurality of pedagogical and relational factors.

To manage this increased complexity, the Smart Lesson project has developed a
Smart Lesson format: a tool designed to structure and simplify all the dimensions
and factors that need to be considered to design a lesson which integrates digital
technologies.

The Smart Lesson Format allows the lesson to be managed in an effective and
pleasant manner, anticipating the questions and problems posed by the students
and organising all the activities in the most effective way.

A key section of the format is “DESIGN OF THE SMART LESSON IN 4 STEPS”, where the
activities that will be carried out in the Smart Lesson are precisely indicated.

The section divides - ideally — the lesson into four steps: in the first step (eTask),
the lesson is introduced; in the second step (eExecution), the students carry out an
activity, an exercise or a task with the support of digital tools; in the third step
(eCorrection), the lesson is corrected, generally with the support of digital tools; finally,
in the fourth step (eAssessment), the learning outcomes achieved during the lesson
are evaluated.

Devoting time to the punctual compilation of the Smart Lesson Format, moreover,
means producing a “replicable lesson”, a tool that other teachers can easily take up
and use to replicate the same lesson.

Providing one’s expertise and experience as a teacher to produce Smart Lesson
Didactic Formats does not only mean developing an operational tool to
effectively manage one’s own lesson, but it also means contributing to the creation of a
database of Smart Lessons that everyone can replicate, thus creating a common
heritage with which to improve the digital didactics of our schools.




6. The Smart Lesson Examples

An integral part of the guidelines are the examples of smart lessons developed by the
project partner schools, which can be downloaded from the project’s website at this
link:

https://smartlesson.eu/tools/smart-lesson-kit#inspiring-examples




N

[T smarT
LESSON

LEARNING PATHS BASED ON
THE USE OF SMARTPHONES AND
THEIRPOTENTIAL TO DEVELOP

STUDENTS' KEY SKILLS

s Co-funded by
N the European Union

Funded by the European Union. Views and opinions expressed are however
those of the author(s) only and do not necessarily reflect those of the European
Union or the European Education and Culture Executive Agency (EACEA). Neither
the European Union nor EACEA can be held responsible for them. Project code:
2022-1-IT02-KA220-SCH-000087091

) smartlesson.eu
WA info@smartlesson.eu
€, +39 3494677942



https://smartlesson.eu/
http://smartlesson.eu
mailto:info%40smartlesson.eu?subject=

